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After many years of happiness and prosperity on the western shores of Isola, the villagers had grown in 
number and were starting to feel very crowded. They resolved to do something about it. They had 
come to know 2 shores of the island. They had discovered many strange things and had more questions 
than answers. They knew that, beyond finding a new place for the tribe to grow and prosper, t 
also in search of answers about this magical and mysterious island. 
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e Botany of Isola 


A. 


General Quick Tips & Tricks 
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Making a i) Chief is easy &, , 


but you may not want one right e If yOUE healer gets sick, 
who is healing your tribe? 
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When it rains, mushrooms e Ifone of your villagers is behaving 
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B. The Two Factions of Isola: 


On Isola the original inhabitants were divided into two factions: those who followed the ways of the 
Magic Faction studied magic and embraced it in their everyday lives, and those of the Nature Faction 
devoted their lives to following the principles and powers of nature. The origins of these two factions 
are not clear, but what is clear is that they kept the two factions separate and in balance. This balance, 
they believed, was necessary to keep the island itself in balance and to prevent chaos. One thing 
appears clear from the writings that were left behind, however, and that is that for one individual, or 
one leader, to embrace both Nature and Magic was unthinkable and impossible. Is it for this reason that 
your tribe, under your lineage of chiefs, must select and embrace one or the other faction...following in 
the steps of those before you. 
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C. Tips for each of the 16 Puzzles: 


You can safely browse these if you just need gentle hints in the right direction. 


Puzzle 1 -— involves finding the ‘chosen villager’ in your tribe. If the hat fits... 


Puzzle 2 — there is only one insect in the world that produces food that humans eat... now if they 
would just leave while you retrieve some of the food 


Puzzle 3 — involves finding 5 scattered pieces around the area. The pieces may not be in the same 
location each time you start a new game. 


Puzzle 4 -— some parts of the city have become completely grown over. Removing the growth might 
be enough to make this item accessible 


Puzzle 5 -— it starts with the Chief. A certain amount of leadershi 

Puzzle 6 — some tasks require tech advances to be p ome things also require tea: 
Puzzle 7 -— history lies buried beneath. This one wi ju shnology and some skil 
Puzzle 8 -— this looks complicated. We need an ext 


Puzzle9 — anepic task for late in the game. The | 
someone lay down a foundation. 


Puzzle 10 — if you figure out what to do with P 


Puzzle 11 — it’s time to “deal” with the sharks 
A hown after Puzzle 7. 


Puzzle 12 — a] 
Puzzle 13 


D. Food and Survival Guide (Spoilers) 


2) Assign 1 farmer to the bee hive, 2 builders to « 
cemetery, and | scientist to the lab to research. 


3) Once you have 2 adept builders, assign your build 
building project until you have a total of 3 adept build 


4) Once you have 3 adept builders, assigr 
Restoratio 1 level 2. 
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E. Detailed Walkthroughs and Spoilers for the 16 Puzzles: 


Don't read these unless you want to know exactly how to solve each of the puzzles. Contains Major 
Spoilers. 


Puzzle1. The First Chief — Drag each villager to the robe hanging in the amphitheater, until you 
find the villager who is able to wear the robe. 


Puzzle 2. The 
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Puzzle 3. |The Alchemy Lab — Drag an adept scientist to each of the 5 lab pieces scattered around 
the area. The pieces may not be in the same location each time you start a new game. The 
five pieces are: 


é 
Small red bowl 3 


i ; 
Big yellow bowl = 
Big brown jar 


Blue bowl 


Puzzle 5. 


Weather Dancing — Make sure that your fire is lit. You need a Chief, Level 2 of 
Leadership Tech, and 3 adept farmers. First, drag the chief to the fire. Once he/she is 
dancing, drag the 3 adept farmers to the fire, as well, so they can join in the dance. 
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Puzzle 6. 
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The Lift — You need Level 2 of Restoration Tech. You also will need 3 adept builders to 
restore the lift. Drag each of them to the broken lift at the same time, so that they can 
work as a team. 
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Puzzle 7. |The Ruins — You need Level 2 of Restoration Tech. Drop any adult villager on the pile 
of rocks in the lower part of the map. If they are not skilled builders, they may need a few 
tries to get started. Uncovering the rocks will reveal part of the hidden story of this 
mysterious island. 


Restoration 


Puzzle 8. The Ancient Bath — You must have restored the Alchemy Lab and have a master builder. 
Drag the master builder to the primitive chalkboard in the lab to draw the plans. Once the 
plans are drawn, drag your builders to the broken bath. You can also train new builders 
on the bath project. 


LAST DAY 
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Puzzle 9. 


| tastpay | 


The Statue — You need all of the following: the Alchemy Lab restored, Level 3 of 
Restoration Tech, a Tribal Chief, Level 3 of Leadership Tech, Puzzle 8 completed, and a 
Master Builder. First, drag the Master Builder to the primitive chalkboard in the lab to 
draw plans. Once the plans are drawn, drag any villager with some building skill to the 
top of the path, close to the base of the broken statue. When you hold them over the 
correct spot it will say that ‘this would be a good place to anchor the statue.” Once the 
anchor scaffolding has been built, drop your Chief on the path near the fallen top of the 
statue so that he/she can start directing the other builders on this massive project. The 
builders will not work without the direction of the chief, so make sure the Chief doesn’t 
get distracted or worried about other things in the village. The more builders that 
participate, the less time it will take to complete this task. Note that as the top part of the 
statue is moved up the path there will eventually be less room for pushers to help push it. 


Leadership 
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Puzzle 10. The Orchard — You need to have solved Puzzle 6. Drag an adult villager to the lower 
platform of the lift in the first moments after it starts raining and make sure he/she stands 
on the lift. As the rain fills the bucket, the lift carries the villager higher, and a fruit will 
fall to the ground. When the fruit falls, drag an adult villager to it and they will plant it. 
To complete this puzzle you need to plant a total of 3 trees and wait for them to mature. 
The secret is to not miss the rain. Either wait for it very attentively or keep someone 
standing on the lift platform all the time. They will stand there for several minutes 
unattended before they get bored and have to be repositioned back onto the platform. 


Puzzle 11. 


b. Magic — Have a villager make a potion with the following herbs: 


* Bi 


ROSE ROSE GOLDEN 
BUSH BUSH BERRIES 


Next, drag a villager to the alchemy pot, and then he/she will carry the potion to the 
ocean. 


Puzzle 12. Aromatherapy — You need to have solved Puzzle 8. You also need Level 3 of Medicine 
Tech and a Master Doctor. First, drop the Master Doctor in the bath and he/she will 
gather flowers to place into the bowls surrounding the bath. Next, drop the Master Doctor 
onto the lit fire in the fire pit, and he/she will light the bowls. If that doesn't happen, and 
your doctor complains about something being too hot, you will need to complete Puzzle 
13 first. 
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Puzzle 13. The Ash Key — Once the fire has been lit for at least 65 hours, there will be a point when 
it will start sparkling. Either let it go out or have your villagers pour water on it from the 
waterfall. Once the fire is out, the key will be revealed. The key will be too hot to touch at 
first, so you will need to drag villagers to the waterfall in order to carry water to the gem 
to cool it. Once it's cool, drop an adult villager onto it and they will carry the key to the 
door. 


Puzzle 14. 
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Puzzle 15. The Clam Key — You need to have solved Puzzle 9. You will also need a Master Builder, 
a Master Scientist, and a Tribal Chief. Once the statue is restored, a rough stone will 
appear at the base of the statue. Drag your Master Builder to the rough stone, and he/she 
will take it to the waterfall to shape the stone. It will start to resemble a pale pearl. Next, 
drag a Master Scientist to it, and he/she will take it to the lab and polish it. Finally, drag 
the Chief to this new pearl and he/she will swap the black pearl inside the clam with the 
newly shaped pearl. The Chief will then take the black pear! to the door. 
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Puzzle 16. 


The Chief and the Princess — You need to have found all three keys and solved Puzzles 
13, 14, and 15. Once the three keys have been placed in the door, it will open and reveal a 
secret room. You will need to drop a villager onto the sun dial until it reaches the far left 
position. Once a beam of light comes in the room, the Chief and the Princess will appear 
as ghostly figures. This solves the puzzle. Afterwards, you can drop a villager close to 
them, and the ghosts will reveal their story. 


E. Map Legend 
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G. An Excerpt from Volume 2 of the Botany of Isola 
Page 61 from Volume 2 of The Botany of Isola 


.. and would cause severe hiccups. The cure for this condition is to ingest large quantities of cool 
water. 


Part 3 - Rare Herbs of Northern Isola and Their Known Properties 


My journeys to the north shore of Isola in search of seeds to bring back to my nursery have introduced 
me to several species of plant that are unique to the northern shore. I found the native inhabitants to be 
peaceful, harmonious, and relatively advanced in their settlement there. 


The Rose 


The Rose from Isola is not an 


waves of euphoria that would y be 


The Cactus 


The Lotus 


A cousin of the traditional Lotus, the Lotus found on the northern shores of 
Isola grows only in cool, damp places and requires constant rain and moisture 
to thrive. It has life-giving properties and can be a component in health and 
antibiotic tonics. It also appears to have unknown psychotropic properties and 
should be handled with care. 


changes the nature of other herb 
expected effect. 


The Pitcher Plant ’ 


The Pitcher Plant was p: 
tribe did r 10t know a 
shaman from the tril 


it 1 O<¢ t_wwv .LDWFO! RL 


CREATED BY 


v-. “a 


More info at_www.LDWFORUMS.<c : 


PN | G 


